
1. Start Scratch

Start your web browser then go to 
www.scratch.mit.edu

www.scratch.mit.edu

Click Create.

Right-click the cat sprite then click 
delete. 

4. Background

We need to draw a simple background 
showing the Earth and the sky.

Click the backdrops tab.
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3. No Cats!

2. Start Creating

Lesson 1 - Blast Off!

It is almost time for blast off!  Start the 
countdown then launch your rocket into 
space.

First draw your rocket, then use code to take 
the first step on your journey.
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5. Choose Your Tools

6. The Earth

7. The Sky

8a. Draw The Rocket 8b. Import The Rocket

or

Open a New Tab 
in your browser.

Visit www.lgfl.net and 
download the rocket.

Select 
green for 
the Earth.

Drag to create a 
thin rectangle shape 
at the bottom of the 
screen. 

If you make a mistake click the 
undo button and try again.

Select the  
Fill with 
colour tool.

Pick 
light 
blue.

Click to colour 
in the sky.
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Let your mouse hover over 
this button. (Second from the 
right, bottom of the screen).

Move your mouse up to the 
brush icon:

Click the brush.

Now we need a rocket. We will use code to make it move, so it needs to be separate from the 
background - something called a sprite.  You can either import a picture of a rocket or draw one: 

Select the 
rectangle tool. Choose filled.

Filled Outlined

Convert to Bitmap

Click ‘Convert to 
Bitmap’ - to make 
it simpler to draw.
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Paint

Paint

Now go to step 9.

Let your mouse hover over 
the choose sprite button.

Upload Move your mouse to the 
upload sprite, then click it.

Browse to find your rocket 
image.

Now go to step 14.
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9. Choose your tools

10. Start drawing
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Pick 
white.

Make a second thinner 
rectangle.

Make a third even thinner 
rectangle.

Drag your mouse to 
create a rectangle shape.

Add a fourth 
rectangle to 
complete the 
rocket.

If you make a mistake click the 
undo button and try again.

Draw three more 
rectangles to 
divide up the rocket 
into sections.

Pick dark 
grey.

Select the 
rectangle tool. Choose filled.

Filled Outlined

0
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Convert to Bitmap

Click ‘Convert 
to Bitmap’.
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11. Add an Engine

12. Add a Second

13. Finishing Touches
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Select the 
line tool.

Start drawing the 
engines.

Draw a second line. Add a final third line.

Select the fill 
with colour 
tool. Fill it with colour.

If you make a mistake click the 
undo button and try again.

Repeat step 
7 to make 
another 
engine.

UKSA

Add any 
finishing 
touches to 
complete 
your rocket 
sprite.



14. The Code

15. Test launch
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Click the Code tab and drag in the following code:

Run this code when the green flag is clicked:

Shrink the rocket down to 20% of its size.

Make it point upwards.

Start the countdown by showing 5.

Show 4 for for 1 second.

Show 3 for for 1 second.

Show 2.

Show 1.

Show a message.

Repeat the next line of code forever:

Move the rocket up slowly.

Click the Green flag to test your code.

Your rocket should countdown from 5 to 1, then blast off into space.

If your code doesn’t work check through it carefully. Look for patterns. Read the 
comments (by the arrows) in step 12 to try and work out where the problem might be.
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